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hot or cold. Never hit or drop it. Do not tEike it apart- 2. Avoid touching the connectors, do not 
gel them wet or dirty. Doing so may damage the game, .1 Do not dear with benzene, paint 


PRK VUTIONS: l.This is a high precision game. Il should not be stored in places 


tit inner, alcohol or other such solvents. 


SKULL & CROSSBONES: TM Atari Games; licensed id Tengen. Inc. • f990 Atari Games. 
Nintendo and Nintendo Entertainment System are trademarks of Nintendo oi America lac. 

Hole- n she interest ol product improve merit specifications and design are subfed to change unthom pr :ir notice 









TABLE OF CONTENTS 

I. THE STORY OF ONE EYE & RED DOG I 


II. CONTROLLER OPERATION ..5 

III. HOWTO PLAY....... 3 

IV. THE WIZARD S WORLD. .............6 

V. HEALTH ... ..........8 

VI. ITEMS TO PICK UP.....9 

VII. ENEMIES & OBSTACLES . ....11 


CREDITS 


Cm me Programmer; 
Gsime Design 

Game Artwork 
Game Audio 
Tcdmkjil S upport 

Special Thanks: 


Graphic Design: 


Poll Fi-mug-ir 

Mike J Lilly, Poll Flanagan 

Bridget II rdmjTin. Sam Comstock. Deborah Shun 
Don DJekndte. Brad Fuller 

Don PafiUW, Crb Prohny. Mike Alkuigh. Pete Lipsan, 

Bill Hlndortff 

Alike King, Victor Merdeai, |efJ Yoiun. 

Michelle i'km;i§:;in, luvtm Baldwin 
Louis S.kkow Design 






















cauan 










c ast a 





] 





2 




II. CONTROLLER OPERATION 

CONTROLLER 1: ONE EYE. 


CONTROLLER 2: RED DOG. 

Note: You can reset the game by pressing a]I four controller buttons m the same time (SELECT, START 
Band A), 


Controller Layout 



" Air nek 


Jump 

PAUS€/Selecr Weapon (with UP or DOWN) 

Go to Booty Fcom/Select Weapon (with UP Or DOWN m Control Pad} 





















To Stmt ;i Gmnt 1 


iTess START Button Cor a one player gome on Controller L or 2 . To add a second player, press START 


on the other Controller. 


When the game starts, ihe story will he displayed- 
Press START to advance into the pme 



CiWgrl Time ieH t "is 


HeatPi Ptins ieH 


Om: Pi .we: r Sett t e n 



Time Ml m fits. mm 


Cumnt wtipuii kw RED DDG 
Clhe rf. wapefi tot ONE £v£_I 


TWO PtAYlIR SCJtEEM 
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Ik urn Room Scrllx 
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I1L HOW TO PLAY 

You must kill enemies until a laTge arrow appears (like 
the one in the sereen to the right). 

Then find and kill the boss to finish the wave. 

Note; NOT lei the time run out or your game is over! 


















































Play modes 

One Player 

Here (he player can collect all the E lealth Points, 
booty ami weapons for himself, hut without the 
firepower of the second! player, a lot of skill is 


needed to make it to the end of the game. It is 

to learn the pi ay fie Ids in the one-player 



mode- One player has a ''Continues*' 10 finish the 
game and beat the Evil Wizard. You may find 

p 

add Etional H Cout i n Lies." 


Two Players 

Here, the players have the advantage of the 
second person’s extra firepower. Also two players 
can pick up all the items on a playfiekl almost 
twice as fast as one player. T he two players may 
cooperate or compete to get items, 

Two players must share 5 “Continues" to beat the 
Evil Wizard and finish the game- You may find 

addit tonal Cont i n Lie s. 


IV. THE WIZARD’S WORLD 

After (lie Evil Wizard lakes the Princess, you will 
see a big picture of the Wizard going after the 
Princess. Press START to advance to the next 
screen. If vou have collected booty on anv wave. 

i f * 

vou will see the booty trade screen when vou 


J 


have completed the wave. During ihis screen 


bootv is ;r. 



for weapons. 



Boon Trade Screen 


a - . ilride value 















Then you will sue the map screen to select which 
of e waves you would like to play next: 


M \P Screes 



Easiest Har u esi 




in order to beat she Evil Wizard, you must com¬ 
plete the (i waves on the map screen. You can 
then go on to the Wizard’s Isle where you wi 
fight the Evil Wizard and save the Princess, 

Alter you have completed all 6 waves on the map 
screen, it will look like this: 



Completed Map Screen 

























Table of I'ncmv Kill Counts 


TO GET IS-T 


Wave 

Arrow i 

Extra life 

Lxtka life 

Pirate Ship 

2 



i st Sh i p 

15 

,20 

J5 

Castle 

15 



2nd Ship 

20 

25 

40 

Xinja Camp 

25 



2nd Ship 

25 

J0 

45 

Beach Cave 

25 



Wizard Isle Part t 8 

Wizard Isle Pad 

2 10 



Wizard Isle Pan 3 12 


A brown square with ]0C “5C or"]" Inside it 
appears on the players chest when (here are 10 or 
5 enemies or ] enemy left to kill to get the arrow, 

I he arrow indicates that you can advance to the 

r 

Rote? in the wave. 

V + HEALTH 

You start each life with 50 Health Points (KPs). 
There are 5 lives given to one player or shared 
between two players. When all your lives arc 
gone, the game is over. 

The player may pick up extra HPs — and extra 

lives — on the ship waves. On the land waves, 
there are hidden bonus I IPs when you lump 
down and land in certain secret spots. 


W 















VI. ITEMS TO PICK UP 

VV'a I k over crossbores 

■ to find out what is 
I underneath. 




pai Worth 3 swords, 

13 >words ivi]l ksLl 
most enemies) 



\.\'orlh 3 daggers. 

(2 daggers will kill 
most enemies) 

Worth 3 guns, 

{l gun will kill most 
eneffi ies) 



Worth ], 2 or 3 Power 
F i sts, (. I Power Fist 
kills most enemies) 
Note: a dead enemy 
si ides hors jsoti ta I ly. 
killing any enemy ii 
touches. 
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Worth ] r 2 or 3 Seeker 
Fireballs. (I. Seeker 
Fireball kills mOM 
enemies on screen ). 

Worth 15 \ Eagle 
Seepior shots, 

U Magic Scepter kills 
most enemies) 

Worth 20 Magic Stars. 
[] Magic Star kills 
most enemies) 

Worth 25 Magic 
Shields, 0 Magic 

Shield reflects any 

r 

enemy shot) 

Bolllc is worth 

k HR 



Grapes are worth 

5 11 Ps, 




Fish is worth 
15 HPs. 


















Pile of Coins is worth 
1 da gge r. 






Death causes Instant 
loss of alt ] IPs, 



Worth I Keeker 
Fireball, ffloats across 
screen when vou have 

Jl 

no more weapons on 
la nd Waves) 



Worth 1 Power fish 
\ Klotus across screen 

when vou have no 

r 

more weapons on ship 

waves.) 


In the very first wave (the Intro¬ 
duction wave), you start on 
your pirate ship and must attack 
the Evil Wizard '$ ship. You will 
find the following items on your 
ship and the Wizard's ship: 

* Sword, Dagger, C u n 

• Goblet. Money Pag, Pile of 
Coins. Small and Large Chests 

■ Extra Life 


In the other three ship waves 

you wi 11 f i nd: 

■ 

* Sword, dagger. Gun 

* Power fist 

* Bottle, Grapes, fug. 1 ish 

* Death 

* Extra Life 


T n the other t h ree la nd waves 
you will find; 

l 

* Goblet, Money Bag, Pile of 
Coins, Small and Large Chests 

* Death 

* 1 lour Glass 

* Seeker fireball 

* Magic Seeptor ■ Castle 

* Magic Star ■ Ninja Camp 

* Magic Shield - Beach Cave 




VH. ENEMIES & OBSTACLES 








Gun Pirate 
shoots a bullet 
to take cj HPs. 



Mace Swinge r 

swings Inis mace 


to ta ke 2 11 Ps, 


Archer shoots 
an arrow to take 
3 HPs. 




Sword Pirate 
slashes to take 

2 HPS. 



BarreKbouneing 
or rolling) takes 


2 1 IPs. 


Bottle Pirate 
throws a bottle lo 
ra ke 2 H Ps. 


II 



Fireball will stun 
you for ( second. 



l^it bile and takes 

2 HPS. (Walk on 

or jump on rats to 

squish them,) 




Punch Ninja 
karate punches 
to take ] HP. 


SLar N'inja tosses 
a throwing star to 

ta ke 3 H Ps. 




Nunchakij Ninja 

swings his 
nunchaku Jo titki? 
2 H Ps. 




Punch Skeleton 
grows up io 
pu nch and lake 
l HP. then grows 
back down, 

Sword S kelc Lon 
grows [o ski sh and 
takes! 1 IPs. then 
grows hack down. 



Dagger Skeleton 
grows to throw a 
dagger that takes 
3 ] IPs. then grows 
hack down. 







1 larpy Jives at 

player to take 
5 H Ps. 

Bat dives at 
player to take 
5 I IPs, 

Mole grows and 
slashes to take 

2 HPs. 


Skutl bounces 
and bites to take 
5 11 Ps. 

Captain swings 
sword at player to 
take 5 11 Ps. 



I’xeoutioner 


swings giant axe 
at plaver to take 
5 H Ps. 







TENGENt 50-DAY LIMITED WARRANTY 


TENGES warrants Id ftie anginal purchaser or irus software product Ihat ihe 

medium OH V/hctl Hits COinprufei program is retarded i£ Iree Sri'rfl defects m 

material and workmanship In a neiicd d mnety ■;9Gi days from dare or our- 
eftas* TENGEIi agrees I a writer repair nr mpi.ite nt its vtpiiD’i bee or charge 
any TEWGEN sofovare produ-il Be lore any relumsare accepled you must &"> 

gu v^rrjnly department i -IQS -373-94tK't lot a leliim a jtftoii/.ib::n Dumber 
You may ihen return lbe product pcsiage paid tegelher with the return audho- 
iizahon number, sans or similar proei oi purchase- 


THIS WARRANTY 5 NOT APPLICABLE TO NORMAL WEAR AND "EAR THIS 
WARRANTY SHALL NOT BE APPLICABLE IF A DEFECT ARISES OUT OF 
ABUSE. UNREASONABLE USF MISTREATMENT OR NEGLECT CF THE SOFT¬ 
WARE PRODUCT THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANT ES 
WHETHER ORA. OR WRITTEN EXPFE55 W IMPLIED ANY IMFl IF H WAR¬ 
RANTIES OF MERCHANTABILITY AN D FITNESS FCR A PARTICULAR PUR¬ 
POSE ARE HEREBY EXCLUDED TH S WARRANTY r£ LIMITED TO T H; &C' 

DAY PERIOD DESCRIBED ABOVE AND IN NO EVENT SHALL TENGEN BE 
LIABLE FOR CONSEQUENTIAL OR INCIDENTAL DAMAGES RESULT!NG FROM 
THE BREACH OF ANY EXPRESS OP IMPLIED WARRANTIES RELATING TO 
THE SOFTWARE PRODUCT 


The provisions pi Hits warranty are vaM in hie (Jnnerl Slates only Some stales 
do not allow fcmitariiors on how long an implied warranty lasts 01 axduMn ol 
parcequantial Or incidental damages SO Iha .ihcue limitations and ercTusion 
may nor apply to you The warranty gnres you specik legal rights and you 
may also have outer rights wtiCi vary irom stare ip flare. 


Address all Mrrespondenoelo; TENGEN Inc 

Warranty Department 
PO Ban 3607*2 
Milplas. CA9M3i-D?B2 


COMPLIANCE WITH PCC REGULATIONS 


This egwpmenl gereiales and ioes radfl IregtiEncy Energy and if not installed! 
and used picferiy ihai is m find accci dance v.vlti Hie manufacturers 
instruct ons. may cause interference ta radio and tetevrs khi reception it has 
been type tssied and foimd ts comply unto ihe limns i&r a Class B computing 
device m aoccirifcince with the sgecidkalwns hi Sub pari j oi Part 15 u? FCC 
Rules, which are designed Ig pgwje rtttOAftle protection .1ga:n$1 stKli 
intederence in a residential nstalUiDn However. there is no guarantiee ihat 

inference wid n(tf occur :*i a funicular infbfclwi If ihis equipment dws 

cause imeflerBnoe lo radd or television reception when can be determined 

by 1urmng |he equipmenl pll and pn the ufer ts encouraged CO try 10 correci 

the interference by one or mare of ihe following measures: 


— Rtwtentuis receiving antenna. 

— Relocate me NESwith respect Id the receiver 

— Move me NFS away irom the receiver. 

— Plug the NES into a different c jbel so mat computer and receiver are cn 
miter eut circuits. 


l necessary the user should cdisuH ihe dealer or an experienced radio Celsvi- 
smn technician for addiliornH suggestions. The user may Lind the fallowing 
booklet prepared by the Federal Communioucns Comm ssaon tetjil'iii 

How In Identity and Resolve Radio-TV In fan era nee Problems 

Tlwtooktfl isavariable horn ihe US. Government Printing Olitce. 
Washington. DC 2WQZ. Stock NO UQWQIHMMW 



Print'd id I. LS. 











